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The Romulan 
AUdar Jarok 
commands the 
attack forces 
responsible for 
the attack on the 
Federation 
Norkan outposts. 


■ he geopolitical 

■ structure of the 

■ United Federation 

I of Planets is largely 

■ built around its core 

■ nnember worlds and 

■ their colonies, but an 
important element of the 
Federation's composition 

is its numerous smaller 
outposts. The word outpost 
is defined as an outlying 
settlement; the term also 
encompasses highly 
specialized facilities created 
for scientific research, 
military sites, and 
surveillance postings, 
however 

The most important 
function performed by 
these outposts is that of 

a Starfleet lookout: 


during a sneak attack on 
what is believed to be a 
military staging post. 


maintaining a constant 
watch for threats to 
Federation worlds and 
starships from outside their 
territories. The Romulan 
Neutral Zone is seeded 
with many small outposts 
to this end; the sectors of 
space that border this area 
are home to fledgling 
colony outposts under 
Federation jurisdiction. 

The bloody massacre of 
the colonists at the Norkan 
outposts proves, however, 
that sometimes these 
observation stations are 
unable to warn of every 
enemy incursion. A similar 
incident occurs at the 
hands of the Cardassians 
on Setlik III, where nearly 
100 civilians are killed 


Captain Benjamin I 
Maxwell and 
Chief O'Brien are 
distrustful of 
Cardassians due 
to their attack on 
Setlik III which 
left many dead. IHHIi 

monitoring station near to 
Ferengi Alliance space and 
the Gamma II automatic 
communication and 
astrogation terminal. 

Many Federation 
outposts operate under 
a scientific mandate, 
conducting investigations 
into phenomena common 
to a specific area, or 
delicate operations that are 


Watch tower outposts 
also exist along other 
borders, such as the 
Gamma 7 facility close 
to the demilitarized zone 
between Federation space 
and the Cardassian Union. 
Largely populated star 
systems, or those of 
important strategic value, 
often have early warning 
stations in orbit around their 
outer planets, such as 
Jupiter Outpost 92 in the 
Sol System. Some outposts 
operate without any 
personnel, such as the 
Gamma Tauri IV 


too sensitive or too 
dangerous to take place 
close to major population 
centers. Several examples 
of this kind of facility exist, - 
such as Research Station 
75, and the science base 
on the fourth planet in the 
Archanis System near the 
Klingon frontier. A facility 
exists on Bersallis III, 
observing solar radiation 


The Borg are responsible for many 
deaths at Federation outposts 
before the Battle of Wolf 359. 


The Ferengi are responsible for 
stealing a T“9 energy converter 
from an unmanned outpost in 2364. 


FROM OUTPOST TO COLONY 


Some Federation outposts are established as the first 
faltering steps of a community that will eventually 
grow into a fully-fledged colony. An example is the 
third planet of the Cestus System, a Class-M world 
some eight weeks distant from the Bajor System at 
maximum warp speed. 

A fort-like outpost is first established on Cestus III 
by the United Federation of Planets in the mid-2260s, 
but in 2267 a deadly surprise attack by the Corn 
species - who consider the Cestus System to be a part 
of their territory - devastates the outpost, leaving only 
one survivor. The dispute between the Federation and 
the Gorn is later resolved peacefully, and by the early 
2370's Cestus III is a 

thriving world, complete A , 

with its own six-team * t 

baseball league, including 

such teams as the Pike City 

Pioneers and the Cestus 

Comets. In just over 100 

years, Cestus III grows into 

^ When Captain Kirk 

^ reaches the Federation 
outpost on Cestus III he 

surprise attack by the Gorn » ^ ^ ' 

species who believe this ^ ^ ! ^ 

planet is part of their space. 


A The Gorn and 
Captain Kirk 
are transported to 
a planet by the 
Metrons to fight 
for the lives of 
their crew. Kirk 
defeats the alien, 
but refrains from 
killing him as the 
argument was a 
misunderstanding. 
Due to this 
gesture the 
Metrons let them 
leave unharmed. 
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O The secret outpost on 
Mintaka III suffers a 
major blow when the 
duckblind fails, blowing 
the scientists' cover. 
Captain Picard has to 
reveal the truth to try and 
limit the damage done to 
this impressionable 
society. 


CARD 


In 2366, Outpost 
Sierra VI detects 
the presence of a 
Romulan Scoutship 
piloted by Admiral 
Alidar Jarok in the 
Neutral Zone. He 
tries to warn of an 
alleged attack on 
Nelvana III. 

Jupiter Outpost 92 
in the Sol System 
holds the dubious 
distinction of 
being the first 
outpost to report 
the penetration of 
the Borg into Earth 
space in 2367. 


THEUNlIEDFEOEiTION 

OFPLiEIS 


O Eight ENTERPRISE crew are 
killed during the emergency 
evacuation of 643 Bersallis III 
colonists during the firestorms 
of 2369. 

O Arctus Baran is 

detected raiding the 
isolated outposts by 
Starfleet in 2370. 

O The Ohniaka 

System's third planet 
IS commandeered by the 
evil Lore and his band of 
renegade Borg. 


O The U.S.S. ENTERPRISE NCC- 
1701-D orbits the planet on 
which RESEARCH STATION 75 is 
found in 2369 while taking a 
passenger into Federation custody. 




O The outpost on the 
Ba'ku colony world is 
revealed to its inhabitants 
by a malfunctioning Data. 

and atmospheric 
phenomena such as the 

Bersallis firestorms. 

Hidden holographic 
'duckbiinds' are utilized for 
anthropological field studies 
at outposts on Mintaka III 
and the Ba'ku colony 
world in the Briar Patch. A 
small science station on 
Calder II conducts 
archeological research on 
the site of the Sakethan 
burial mounds, a series of 
tomb barrows built by 
ancient Romulans. 

Outpost Seran-T-one is an 
advanced facility involved in 


impossible. On occasion 
serious incidents can lead 
to a major loss of life - in 
2362 at the outpost on 
Tarchannen III, the 
complete staff of 49 
scientists are all 
transformed into non- 
sentient reptilian 
humanoids by an alien 
DNA retrovirus before an 
away team from the U.S.S. 
Victory NCC-9754 can 
arrive to provide medical 
assistance. 

Remote outposts are 
also prey to attack by hit- 
and-run raids from the 


engineering design for 
Starfleet vessels - among 
their important 
contributions to starship 
construction is the 
dilithlum crystal chamber 
mechanism used on 
Galaxy-dass vessels such 
as the U.S.S. Enterprise 
NCC-1701-D 


Unfortunately, the 
distance of some outposts 
from the core worlds of the 
Federation means that 
quick and easy assistance 
by Starfleet resources is 


Federation's enemies; in 
2369, a Starfleet science 
outpost on the third planet 

in the Ohniaka System is 

assaulted by a group of 
renegade Borg led by the 
android Lore. 


Formed as part of the 

2160 treaty between i ! ' • | | 

the United Federation 1 

of Planets and the , ^ 

Romulan Star Empire, _ l,. 

the Romulan Neutral 
Zone is surveyed by a 

series of manned and —: 4 ™ ™ ™ ™ 

unmanned outposts on • 

both sides. Federation I * ! 

assets include at least 

eight small facilities 

situated within a few 

parsecs of the border. 

During the Romulan incursion of 2266, Outposts 2, 
3, 4, and 8 are destroyed by a Romulan Bird-of-Prey 
before the ship is intercepted by the U.S.S. 
Enterprise NCC-1701. By the late 2360's, that 
number of outposts rises to over 20, including 
dedicated detection stations like Outpost Sierra VI. 
In 2367, Outpost 23 was the key tactical location in 
Starfleet defense of the border. 


A The viewscreen on 
the bridge of the 
U.S.S. ENTERPRISE 
NCC-1701 displays the 
location of the outposts 
along the Neutral Zone 
that are destroyed by a 
ROMULAN BIRD-OF- 
PREY in 2266. 
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H juvenile Klingon disease, characterized by skin 
eruptions and nnaiaise sinnilar in effect to Terran 
measles. Very rarely seen in adult Klingons, unless 
they are in poor physical condition, and considered a 
very embarrassing affliction in adulthood. 


H disease treated by stokaline injections, 
presumably less virulent than standard 

Rigelian fever. 


O Dr. McCoy claims that Mr. Spock has 
Rigelian Kassaba fever, and needs 
treatment in a ruse to regain the U.S.S. 
ENTERPRISE NCC-1701 in 2268. 


O 236S. 

Dr. Pulaski 
is thanked 
with a 
Klingon tea 
ceremony 
when she 
treats Lt. 
Worf for 
Rop'ngor, 
with the 
utmost 
discretion. 


e cerebral infection prevalent on 
Bajor and in other worlds formally 
administered by Cardassia. 


O Chief Miles O'Brien of DEEP 
SPACE NINE fears his wife 
Keiko may have contracted 
Rudellian brain fever after returning 
from Bajor in 2373; he later learns 
that she is possessed by a plotting 
alien entity. 


virulent illness which sweeps a Cardassian colony 
on the planet Pentath III in 2372. 


R frequently deadly disease prevalent 
on the Trill homeworld for over 200 
years. Even those who survive the 
disease are severely incapacitated 
for a number of weeks. 


lethal disease still prevalent - and sudden in its 
effects in 2361. 


O r 

Rushton 
infection 
killed Jeremy 
Aster's father 
in 2361; five 
years later he 
is orphaned 
when his 
mother, Lt. 
Marla Aster, 
is killed on an 
away team 
mission 
conducting 
a survey of 
Koinonian 
ruins. In 
efforts to 
make 

amends, the 
non-corporeal 
entities of the 
planet 
recreate his 
mother. 


O Sisko learns that Audrid Dax's 
daughter spent two weeks in a 
hospital suffering from Rugalan 
fever over 200 years ago. 


R n extremely rare but dangerous 
condition that can cause fever, 
weakness, and ultimately death if 
untreated. 


O Commissioner Nancy 
Hedford suffers from 
Sakuro's disease in 2267, 
preventing her from serving as 
mediator on the planet Epsilon 
Canaris III. She merges with the 
Companion, and escapes death. 






RIGELIAN 
KASSABA FEVER 


ROP'NGOR 


RUDELLIAN 
BRAIN FEVER 


RUDELLIAN PLAQUE 


RUGALAN FEVER 


RUSHTON 

INFECTION 


SAKURO'S DISEASE 




























































The Guide To The STAR TREK Galaxy 

FILE "7 I CARD g?c) 




THEONITEDFEDERIIIN 

OFPmS 


n dangerous bacterial contagion, which 
IS a mutant side effect of modern 
technology. Treatable, but regarded as 
a serious health hazard, with sufferers 
being required to notify their status to 
the authorities. Rare individuals carry 
the disease in dormant form, infecting 
others while being immune themselves, 


R virulent contagion 
that can, if 
unchecked, kill an 
entire planetary 
population within 
an extremely short 
space of time. 


O Dr. Sevrin is a carrier of 
Synthococcus novae, yet is 
immune to it himself. 


O NOMAD 

collides with 
alien probe TAN RU. 
As a result it seeks 
and destroys 
imperfect biological 
manifestations. 


T arkalean flu is a non-life threatening ailment that 
is manifested with fever, respiratory distress, and 
tremors, and lasts only a few days. 


O Lt. Commander Tuvok is offered a bowl of 
tasteless soup from Neelix to help cure his 
Tarkalean flu, a cover-up for the Pon farr. 


virulent and lethal infection that is still prevalent 
and incurable, in the 2360's. 




O Dr. Beverly 
Crusher sees 
no harm in asking 
Berlinghoff 
Rasmussen, a 
conman from the 
22nd century 
claiming to be a 
historian from 
the 26th century, 
if the Telurian 
plague has been 
cured in the 
future. 


p viral disease endemic to the entire humanoid 
li population of a planet located in the Gamma 
Quadrant. The disease was deliberately introduced to 
the planet in 2171 by the Jem'Hadar in retaliation for 
the planet's resistance to control by the Dominion. 
The blight is congenital, present in each individual at 
birth, and characterized by arachnoid lesions that are 
blue at birth, but redden when death is imminent. The 
Starfteet physician Dr. Julian Bashir, though unable 
to cure the mature form of the disease, is able to 
devise a vaccine that eradicates the blight from unborn 
children, ensuring future generations are disease-free. 


O Dr. Bashir attempts to 
ease the pain caused 
by the Teplan blight. 


n n extremely unpleasant condition relating to 
cellular decay, which, despite its sinister name, can 
be easily reversed if diagnosed early. Symptoms 
include dizziness, blurred vision, cardiac palpitations, 
and a stinging sensation in the lower spine. 


n dangerously virulent disease which, 
in one alternate timeline, becomes 
virtually out of control in 2395. The 
Klingon Empire, urgently seeking aid, 
allows medical ships to cross the 
border of the Neutral Zone in an 
unprecedented act of desperation. 


treatable rhinovirus that causes 
minor respiratory distress. 


O Dr. 

Beverly 
Crusher 
assures the 
self- 

diagnosing 
Lt. Reginald 
Barclay that 
he is not 
suffering 
from 
Terellian 
Death 
Syndrome 
in 2370. 


O The 
U.S.S. 
PASTEUR 
NCC-58925 
uses the 
outbreak as 
an excuse to 
enter the 
Neutral Zone. 


O Dr. Pulaski rules out Thelusian 
flu as a contributing factor to 
the devastation aboard the U.S.S.- 
LANTREE NCC-1837. 


SYNTHOCOCCUS NOVAC 


SYMBALENC 
BLOOD BURN 


TARKALEAN FLU 


TELURIAN PLAQUE 


TEPLAN BLIGHT 


TERELLIAN DEATH 
SYNDROME 


TERRELLIAN 

PLAGUE 


THELUSIAN 

FLU 
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h^-Talaxian 

cofoay' 
the crew 


fs situated- 
vast :asteroid 

the Delta Quadhranti,^;fa;^^j 
densely-packed r^'OTrofi;.;" - 
'driftin^iDcks, dust/i^-, ;j^'v 
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;trrpfen/apad-by 

for^s. The 

'Belt is so great 

moderately-sizedy^se.l- . 

such as the lntrepidc\B^^^^^^^0^ 
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I Neelix's encounter with Dexa, her son Brax, and the other colonists from his 
home planet causes an emotional crisis for the Talaxian - he is caught 
i between the duty to his friends on board the U.S.S. Voyager NCC-74656, and 
k: his newly-found connection to Dexa. Captain Kathryn Janeway is unable to 
" become directly involved with the conflict between the colonists and the 
miners because of issues with Starfleet's Prime Directive, but Neelix helps his 
fellow Talaxians to make a stand 
- and defend their home; and as 
Voyager continues on its journey 
back to the Alpha Quadrant, 

Neelix takes the opportunity to 
stay with the colonists, and 
become Starfleet's ambassador 
to the Delta Quadrant. 




! Lacat[Dn A dense belt of rocks and 
dust containing many 
I mineral-rich asteroids. 

I fapulatlon Approximately 500 

I Talaxian humanoids. 

I ^HVircnmEIlt Airless, rocky surface 

I covered with craters and 

I ice fields. 

I featurEB Established in 2372; the 

I asteroid contains an 

\ active core that 

produces substantial 
; geothermal energy, and 

■ comprises 30 percent of 

the mineral wealth of the 
belt 

Starship loi star trek: voyager 

‘Homestead’ 


▲ Dexa and her son are 
given the grand tour 
of VOYAGER by the 
resident Talaxian, Neelix. 
He develops a strong bond 
with this family, and 
chooses to stay with them. 
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The U.S.S. Voyager 
NCC-74656 
discovers the 
Talaxian asteroid 
colony on April 5th 
2377, the 314th 
anniversary of 
Earth's First 
Contact with the 
Vulcan species. 

Neelix's transport 
ship is a small 
vessel of Talaxian 
design, capable of 
fitting inside the 
main shuttle bay 
of Voyager. 


Commander Nocona 
is unwilling to 
compromise, and will 
continue blasting. 

Neelix takes charge, 
and confronts the 
Deviously unknown 
mining aliens. 


Dexa proves to have 
mJl-y a stronger voice and 
character than the colony 
leader, and stands up to 
the miners' intimidation. 

occupies is apparently 
under the control of an 
entirely different unnamed 
species of lizard-like 
humanoids. 

These beings, under the 
orders of Commander 
Nocona, are in the process 
of mining the asteroids in 
the belt for the vital 
minerals they contain - 
they achieve this process 
through the highly 
destructive method of firing 
powerful thermolytic 
mining charges into the 
giant rocks to crack them 
open and break them into 
smaller pieces. The miners' 
use of these explosive 
projectiles is careless, 
however, damaging the 
Delta Flyer With a near-hit. 


young son 
'^Ig^^rax marvels at a 
miniature image of Talax 
generated in VOYAGEft'S 
Astrometrics Lab, 


IsP^^fenduits ihside 
the :e<^cmy are a vast 
network that link the homes 
with one ancSher; these 
connects a central core by 
a series of tunnels and lifts, 
allowing ease of movement 
from sector to sector. 


' comp^^S^'^^ 

•rbo me ^ mechanisms sucfi 
as torpedo-'launcHers are ' • 
converted to excavate rock 
and btastawa’^tone to 
create a network of tunnels. 
Hewn from the asteroid 


and 

"" Neelix share 
the best interests 
of the colonists. 

dark 

corridors of 
the Talaxian 
asteroid colony are 
very disorganized. 


The asteroid is huge, and 
its mass contains well over 
^ pereentof the mineral 
wealth hi the asteroid belt. 

A cough, irregularly shaped 
lump of stone, the asteroid 
has no atmosphere, and its 
exteriors surfaced with 
hundisds of impact craters 
and ice fields. Still, the 
astemid is large enough 
that it generates its own 
gravity (probably enhanced 
by the Talaxian colonists to 
an Ciass-M equivalent! and 
it possesses a hot, molten 
core. Using conduits that 
directly tap this core, the 
community have a near- 
limitie^ supply of 
geothermal energy, and the 
heat from this process 
assists in the production of 
water and breathable gases 
dra\Ahi from the surface ice. 

. The colonists claim their 
asteroid; home as their own 
territory, but the belt, and 
thFTegpn of space it 


Under threat of 
destruction. Voyager 
crewman and Talaxian 
Neelix leads the colonists 
to defend their home; using 
a series of self-contained 
high-energy shield 
emitters, he devises a plan 
to create a defensive 
perimeter around the 
asteroid. To do this, the 
remaining colonist starship 
deploys 16 emitters in two 
bisecting patterns around 
the asteroid's diameter. 
With powertransmitted 
from the core, the shield 
is assured of a constant 
energy source, thus serving 
To protect the colonists 
from further attacks. 


TALAXIANS ABROAD 


come m 
contact with 
the fallout 
from the 
metreon 
cascade 
suffer from 
metremia, a 
deadly blood 
disease. Dr. 
Jetrel dies 
from his 
invention. 


Many Talaxians seek 

a life off their y 

homeworld since their ^ 

planet's occupation by 

the Haakonian Order. i/4 

A war between the ^ 

Talaxian and 

Haakonian powers 

begins in 2346, and s LsJCT 

ends in 2356 with the j 

detonation of a / W 

weapon known as the y. ^ 

metreon cascade on — ** 

Rinax, Talax's moon. This causes the 

deaths of over 300000 Talaxians, and 

the planet Talax surrenders to the 

Haakonians. 

Talaxian nationals such as Neelix leave 
to escape persecution, and seek a better 
life, in his case with a career as a 
scavenger and trader. The caravan of 
ships that include Dexa, her husband, 
and Oxilon set out to find a new place 
to call home, eventually settling on 
their asteroid colony; other Talaxians 
such as Paxim take command of a fleet 
of independent ships. Some Talaxians 
such as the smuggler Wixiban, however, 
are forced into a life of petty crime. 

^ Neelix's friend Wtxiban wanders 

^ around the Delta Quadrant finding 
trouble as easily as it finds him. 
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STARFLEET ACADEMY 


STARFLEET PLANETARY EVACUATIONS 


The United Federation of Planets iso 
benevolent superpoiner in the Galoxij, 
and in the interests of its citizens it 
supports such Qoodmill acts as 
evacuation and relocation. 

T he continual expansion of the United 
Federation of Planets across the Alpha 
Quadrant requires Starfleet Command 

to develop vessels with a speed and range 
allowing them to regularly service outposts, and 
directly leads to the design of powerful multi¬ 
mission starships such as the Galaxy-class 
U.S.S. Enterprise NCC-1701-D. Federation 
policy and diplomacy is one of the primary 
mission types carried out by Captain Jean-Luc 
Picard and his crew along with deep space 
exploration, ongoing scientific investigations, 
and contact with alien life forms. One of the 
most vital areas of operations concerning 
Federation colonies, however, is Starfleet's 
commitment to the defense of Federation 
colonies, and rapid reaction to planet-wide 
emergencies. It is important to note that the 
design of vessels such as the Enterprise NCC- 
7707-D allows for only medium-scale 
evacuations from planetary surfaces of 
humanoid and non-humanoid populations, 
as an individual vessel's infrastructure cannot 
physically accommodate the massive numbers 
often involved in large-scale evacuations; in 
these instances a coordinated effort between 
a number of starships is required. 

Medical facilities aboard Galaxy-class starships 
may appear to be over-equipped, but the supply 
of emergency medical aid during planet-wide 
crises or evacuations is one of the most 
important functions Starfleet may be called upon 
to perform. A minimum of 40 percent of a ship's 
crew is usually cross-trained for emergency 
medical, triage, and other disaster response 
functions, and while the removal of large 
numbers of a population may at first appear to 



O The U.S.S. ENTERPRISE 
NCC-1701-D becomes the 
temporary residence for the 
Bringloidi who have to leave 
their planet due to the imminent 
threat from stellar flares. 

O Lt. Commander Data is sent 
to Tau Cygna V to convince 
the inhabitants that they must 
leave their homeworld before 
the Sheliak arrive to legally 
claim the planet as their own. 


be an impossible task, Starfleet Command have 
a number of evacuation scenarios that have 
been developed over the last century. In addition 
to extensive medical facilities, cargo 
transporters can be upgraded to transport 
personnel to increase the removal of individuals 
from hazardous situations, and the entire 
shuttlecraft fleet may also be employed, 
although this is a far less efficient option than 
mass transportation. Many starship designs, 
including the Galaxy^class Enterprise, feature 
large areas within the engineering hull that are 
effectively unused spaces; these can be 
equipped for temporary accommodation of 
evacuees, or converted to triages for large-scale 
medical treatment. 

Beast Of burden 

The crew of the Enterprise have been 
involved in a number of planetary evacuation 
procedures, and while the reasons for the 
removal of individuals varies, the urgency with 
which the vessel is required to respond remains 
constant. On Stardate 42827.3 the ship 
journeys to the Fiscus Sector in order to save 
the Bringloidi, a society threatened with 
imminent destruction by the increased activity of 
solar flares. The Bringloidi are a technologically 
immature race, and need some convincing of 
their dire situation, calling for diplomacy and tact 


by Commander William T. Biker as leader 
of the away mission to the planet. Federation 
colonists equipped with modern technology 
usually need little persuasion to leave, and 
despite the fact that the Bringloidi are perfectly 
happy in their surroundings, they ultimately 
recognize the severity of their position and 
agree to be transported aboard the Enterprise. 
One of the conditions of the transferral of the 
entire 223 men, women, and children is the 
inclusion of their livestock in the evacuation. 
This initially causes some problems aboard the 
Galaxy-class ship, but is an indication of the size 
of the vessel that the entire Bringloidi race can 
be housed within Cargo Bay 7. 

Head counts 

The evacuation of the Bringloidi highlights 
the management required for the mass 
transportation of a race. In addition to the 
preparations on board the evacuating ships, the 
evacuees have to be arranged on the planet's 



O The ENTERPRISE is big enough to make 
emergency planetary evacuations 
possible. The large cargo bays make excellent 
makeshift accommodation or sickbays. 


O The lives of those stationed at the 
Federation outpost on Bersallis III are 
threatened due to firestorms in 2369. The 
ENTERPRISE is sent to evacuate them. 


O The crew of the ENTERPRISE use the 
advanced computers to find appropriate 
habitable planets when asked to help 
colonists in relocations or evacuations. 
























































O Captain Picard tries 
very hard to convince 
the inhabitants of Dorvan 
V to return with him to 
Federation territory. 
Unfortunately they see this 
planet as their home, and 
are willing to give up their 
Federation citizenship to 
be able to stay. This leaves 
them under the rule of the 
Cardassians. 


The Ba'ku are horrified to discover that 
there is a FEDERATION HOLOSHIP ready 
secretly evacuate them from their colony. 


JEDERHTIONSTnilFLEET 


O The planet Dorvan V is placed under 
Cardassian jurisdiction after the 
Federation-Cardassian treaty of 2370. The 
U.S.S. ENTERPRISE NCC-1701-D is sent to 
the planet to begin its evacuation. 


surface in order to maximize their efficient 
transportation. Coordination is therefore 
required between the commanding officer on 
the planet's surface, the operations manager 
aboard the ship, and the various departments 
within the vessel housing the individuals. The 
final destination of the evacuees also needs to 
be considered, although small to medium-sized 
numbers are usually taken to the nearest 
starbase for longer-term accommodation 

Delicote deolinos 

The sheer logistical problems of transporting 
large numbers of colonists is revealed during 
the crisis that occurs on Tau Cygna V in 2366 
when a treaty between the United Federation 
of Planets and the Sheliak results in the alien 
race ordering the immediate removal of all 
humans from their planet. The Sheliak allow 
four days for the evacuation of the colonists, 
but with over 15000 individuals, the time 
required to transport them will take several 
weeks - far longer than the ultimatum given. 
The situation is further complicated by the 


O Due to radiation poisoning from 

FRIENDSHIP ONE, Venn's people are 
severely deformed and sick. INhen the 
opportunity arises, he demands they be 
evacuated to a new planet. 


leader of the human colonists, Gosheven, who 
refuses to abandon the planet. Diplomatic 
efforts by Captain Picard to increase the 
evacuation time are flatly refused, and with the 
threat of death hanging over those colonists 
who cannot be removed from the planet, Picard 
turns to the meticulously prepared 500000 
word treaty to buy enough time for the process 
to take place. The Tau Cygna V evacuation is 
unusual in that it is instigated by another race, 
and is not precipitated by a natural hazard; it 
clearly illustrates the tact and delicacy required 
by Starfleet captains during their missions. 

Emeryencij ossislonce 

The movement of colonists from one site to 
another can have its own hazards, particularly 
illustrated by the transport ship U.S.S. Denver 
when it strikes a gravitic mine left over from 
the Cardassian war in 2368. The Denver is 


O Captain Picard and his senior crew are 
willing to risk their careers to stop the 
enforced evacuation of the Ba'ku. 

specifically designed to transport large 
numbers of colonists and equipment, with 
its crew complement of 23 perfectly able to 
supervise numbers as large as 517 in the case 
of the group destined for the Beloti Sector. 
Having sustained heavy structural damage, the 
Denver crashlands on a planet in the Mericor 
System, and the Enterprise has seven hours to 
prepare for the evacuation of the Starfleet crew 
and colonists. The severity of the expected 
injuries requires the immediate inclusion of 
Dr. Beverly Crusher, who implements her 
own emergency measures by ordering the 
conversion of all three shuttlebays into 
treatment areas, and a request for all 
personnel with medical training to make 
themselves available. 


THE PRIME 


IRECTIVE 


EvacuaNon 

The United Federation of 
Planets actively pursues a 
policy of observing developing 
cultures without interfering 
with the natural social, cultural, 
or technological advancement 
of that race. In 2369, Dr. Nikolai 
Bozhenko breaks the Prime 
Directive by mixing with the 
inhabitants of Boraal II as their 
planet is threatened with 
imminent destruction by 
atmospheric dissipation. He 
uses Federation technology to 
temporarily protect a small 
group of Boraalans, and despite 
his role as cultural observer 
becomes determined to save 
them, even though it is strictly 




► CdUQlirunoliiare 

-.ST 

The Boraalans have 


no idea that they are 


in a holodeck, not on 

. 

their own world. 



◄ Travelers 

Dr. Rozhenko tells 
the Boraalans that 
they have to go 
on a long journey 
to a new part of 
the planet to 
resettle, while 
they are moved 
to a new planet 
altogether. 


forbidden to interfere with the race despite being faced with certain extinction. 

Bozhenko's actions bring him into direct conflict with Captain Jean-Luc Picard of 
U.S.S. Enterprise NCC-1701-D when he beams the small group aboard the Galaxy- 
class vessel and houses them within a holodeck recreation of their original world. 
Faced with this group of refugees, Picard ultimately has no choice but to find a new 
home for them. One of the Boraalans becomes exposed to the rest of the vessel, but 
the eventual relocation of the colony to the planet Vacca VI is a success. Nikolai 
Bozhenko's methods are unorthodox and completely contrary to Federation policy, 
but the evacuation he orchestrates manages to save a small number of the Boraalans. 
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TheCardassiandeslynedairloclison 
Deep Space Nine serve iiuo functions - 
theij olloui personnel to movesofelij 
betmeen different atmospheres and 


provide valuable securitii gates. 


O Chief Miles O'Brien uses the security 

gate as a way of trapping the hunter and 
freeing the prey, Tosk. 

All the doors have the same design; they have 
a diameter of 2.32 meters, and roll in and out of 
place. Half of each door is solid; the other half 
contains two distinctive viewing panels, which 
are made of transparent toranium. 

The door open/close mechanism consists of 
three redundant sets of electrohydraulic 
actuators, which are powered by the EPS 
network. Sufficient power to operate the doors 
is also stored in a capacitance bank, which can 
be used as a backup power source. In the event 
of a power failure, this supplies enough energy 
to operate the doors for almost six minutes, 
which is enough time to allow a significant 
number of personnel to evacuate the station. 

The airlocks can also be opened manually by 
a system that disconnects the actuators, and 
allows personnel to simply roll the doors out 
of place. 

The door channels are fitted with delcromin 
toroids, that expand when the door is closed to 
form a pressure seal. The toroids are inflated 
with a combination of nitrogen and helium 
gasses. Once activated, pressure can be 
maintained for an average of 11300 hours before 
the seal fails, although in practice, the airlocks 
can be left sealed for much longer. 

In an emergency, a manual pump can be used 
to activate a backup seal. If this fails, the 
passageways are fitted with forcefield emitters 
that can seal the opening. These forcefields can 
also be called upon as part of the airlocks' 
security functions. The forcefields are fitted with 
capacitance banks that can maintain them in the 


O The manual override on the airlocks 

means that their purpose can be abused 
by trouble makers on DEEP SPACE NINE. 


T he airlocks on Deep Space Nine are located 
in four different areas - there are 12 placed 
equidistantly around the docking ring, one at 
each end of the three docking pylons, three in 
the Promenade, and a number of airlocks that 
serve the A?i//iabot/f landing bays. 

The airlocks primary function is to allow 
personnel to move between different 
atmospheres without compromising the 
atmospheric integrity of the station; they 
also act as security gates. 

ProgroRiiRedportDls 

Each airlock is an independent unit that has 
been prefabricated from modular components 
and then installed on the station. A single airlock 
assembly consists of two chambers separated 
by three circular pressure doors. The 
atmosphere in the chambers is controlled by the 
computers that are programmed to equalize the 
atmosphere between the station and any 
docked starships. 

The system is pre-programmed to deal with 
the atmospheres maintained on hundreds of 
different spacecraft. If a previously 
unencountered vessel docks at the station, the 
system automatically establishes a data link with 
the vessel, downloads the relevant information, 
and calculates appropriate action. 

The outer walls of the airlocks are constructed 
of duranium surface sheeting and gamma- 
bonded toranium honeycombs. The doors 
themselves are constructed from toranium and 
kelindide composites. For some unknown 
reason, the doors in eight of the docking rings 
are partially constructed from rodinium 
monocrystal sheets. 


O The airlocks are tall enough to allow 

for humanoid adults of average height to 
stand inside them comfortably. 


O Commander Benjamin Sisko and Chief 
Miles O'Brien stand next to a Cardassian 
airlock. It looks deceptively small inside. 

event of a power failure, but these only store 
enough energy to maintain them for just over 
five minutes. 

The design of the airlocks is not particularly 
helpful for moving cargo since the door frames 
stand up from the floor; this means that cargo 
cannot be pushed or rolled, and instead has to 
be transported by an anti-grav unit, or beamed 
directly into the cargo bay. 

FunciionaliTi] 

Because the station was constructed from 
the central core out, three airlocks were 
originally installed in the Promenade. During the 
construction phase, they actually led to docking 
ports, but, as the station expanded, these ports 
were removed and replaced with the crossover 
bridges that connect the core to the habitat and 
docking rings. The airlocks were, however, 
retained, and converted into security gates; 
they can now be used to isolate this part of 
the station in the event of an invasion or a 
civil disturbance. 


O There are 12 airlock security gates 
serving as docking stations evenly 
spaced about the station's docking ring. 































O Commander Benjamin Sisko does not 
hesitate to use his phaser within the 
strict confines of the security gate. 


The length of the airlocks is illuminated 
along the ceiling and floor by long silver 
colored cylinders containing a vertical row 
of rectangular lights. 


The security gates roll in and out of 
a locking position from within the 
airlock walls. They are functional in 
a fully automated sense, but can 
also be operated manually. 


The flooring in the airlock is 
constructed of durable gray 
interlocking tiles. Its surface does not 
receive undue wear, because the shape 
of the doors make transportation of 
goods through these corridors 
impractical. 


O The airlock security gates on the 
Federation occupied Cardassian 
space station have the ingenious 
facility of downloading relevant data 
from docking vessels and assigning 
an appropriate plan of action. 


Two predominantly 
black touch pads 
are situated on the 
wall to the right of 
the airlock. Small 
lights illuminate 
the pad depending 
on what action is 
taking place with 
the security gate 
door - whether it 
be open, shut, or in 
operation. 
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U.S.S. VOYAGER NCC-7A656 



SHIP: 


U.S.S. VOYAGER NCC-74656 


FACILITY: 

SELF-DESTRUCT AND EMERGENCY SYSTEMS 





O Initiating an overload in VOYAGER'S 
warp core is the primary method of 
destroying the starship, although backup 
methods exist to supplement this procedure. 

antimatter storage pods, although the detonation 
sequence usually begins with the destruction of 
the bridge on Deck 1 in order to prevent any 
successful uploading of tactical data from the 
main computer. Total explosive yield of the 
secondary autodestruct detonation is less 
significant than a warp core breach, but the 
resulting destruction of the vessel's 
infrastructure and components is the same. 

IniFiotinQ destruclion 

The main difference between the auto 
destruct system of Voyager and those of earlier 
Constitution- and Galaxy-class vessels is the 
command authorization that activates the 
sequence. Previous starship designs require a 
minimum of two senior officers to instigate the 
procedure, with the main computer working 

O The bridge is the first location aboard 
VOYAGER that is targeted for 
destruction, thus ensuring severe disruption 
to any systems that remain intact. 


fill Federation slorships are equipped luiili self-destruct sqstems 
to avoid capture bq hostile forces, and despite its position in the 
Delta Quadrant, the II.S.S. ]loyagetllCC-74S56 \s no different. 


O In the event that VOYAGER is deemed unable to support its inhabitants, or 
the order to destroy the ship is given, the crew will effect their escape to 
the nearest habitable planet aboard all available escape pods and shuttlecraft. 


T he United Federation of Planets encourages 
the exchange of scientific, cultural, and 
technological information between its 
member states in order to benefit its entire 
community of races and species. Starfleet's 
policy of continual improvement leads to its 
adoption of newly developed systems and 
transferral of technologies into its starship fleet, 
and while this often translates into significant 
offensive and defensive advantages during times 
of conflict, the vessels themselves contain so 
much vital information that their capture by 
hostile opponents poses an extremely serious 
tactical consideration. 

Captured starship 

Previous encounters in the defense of the 
Federation include the successful boarding of 
a starship despite the best efforts of its captain 
and crew to prevent this situation. The 
subsequent interrogation of the LCARS 
database and weapons interfaces could provide 
the enemy with information that could render 
strategies and equipment useless in future 
engagements. In order to prevent this, Starfleet 
vessels incorporate a self-destruct system that 
allows the ship to be completely destroyed 
before it falls into the possession of threatening 
forces - although this is only employed as an 
absolute last resort. 

The U.S.S. Voyager NCC-74656 Incorporates 


O The perilous depths of 
the uncharted Delta 
Quadrant mean that the 
crew of the U.S.S. 
VOYAGER NCC-74656 may 
need to destroy their vessel 
in hazardous situations. 


a self-destruct system very similar to earlier 
vessels, although the method of activation 
differs somewhat. The automatic destruction 
of a starship can be physically generated in two 
ways, with the preferred method being a 
deliberate release of warp engine reactants 
leading to the rapid and total vaporization of the 
ship's structure from thermal and mechanical 
shock. The energy released by this deliberate 
warp core breach is many times larger than the 
explosive yield of Voyager's entire photon 
torpedo complement, and requires the early 
dispatch of escape pods in order to reach 
minimum safe distance from the ship when 
it explodes. 

The various destruct scenarios have been 


extensively modeled by Starfleet tacticians with 
computer simulations, and the possibility of all 
command links to the engine systems being 
severed requires a secondary destruct system 
to be automatically selected and employed if a 
warp core overload cannot be instigated. The 
secondary system consists of a number of auto¬ 
destruct ordnance packages located at key 
locations around the starship, including the 
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U.S.S. VOYAGER IMCC-74656 



down a list of command personnel 
as they become unavailable, down 
to operations manager. The captain 
is required to input the destruct 
sequence with their activation 
code, but then a minimum of one 
additional officer must provide 
verbal input, allowing the computer 
to recognize the authority of the 
personnel initiating the system and 
confirming the captain's initial 
engagement. Following 
concurrence of the desire to initiate 
the autodestruct timer, the 
computer requests the desired 
interval until destruction of the ship, 
and while this part of the sequence 
is the same as other ship designs, 
the authorization procedure differs 
in that Captain Kathryn Janeway 
can begin the sequence without 
the need for a second officer to 
confirm her request. 

RuiliorizoTion 

Initiation of Voyager's 
autodestruct can be carried out 
two ways, either by voice activation 
or by manual input on the captain's 
console located between the 
command chair and the first 
officer's position. Voice activation 
starts when the captain tells the 
computer to initiate the self- 
destruct sequence followed by her 
command code authorization that is 
'Janeway Pi 110 " up to 2372. The 
computer aboard Voyager does not 
request the time interval for 
countdown, as the captain relays 
this information directly after 


inputting her code. The computer 
immediately responds by issuing 
a warning that the self-destruct 
sequence has been initiated and a 
warp core overload will occur at the 
end of the allotted time; it 
continues to relate the countdown 
at minute intervals verbally until the 
vessel self-destructs or the 
sequence is terminated. In keeping 
with earlier starships, it is possible 
to instruct the computer not to give 
a verbal countdown by ordering it 
to mute voice warnings; once 
confirmed no more audible 
warnings will be given. 

CounTdouin to oblivion 

The countdown to the 
destruction of the ship is 
represented on a series of monitors 
throughout the bridge, with the 
words "Destruct Sequence 
Engaged" in large red letters and 
"Time Remaining" in minutes, 
seconds, and hundredths of a 
second beneath it in smaller letters, 
all counting down from when the 
captain gives the order to engage 
the system. 

Up until the countdown reaches 
zero, it is possible to terminate the 
autodestruct sequence either 
verbally or by inputting this request 
into the captain's console. 
Termination of the sequence may 
be prompted by a threat removing 
itself, and in such a case the 
captain can use the same code 
employed in the system's initiation 
to close it down once again. 


DESTROYING VOYAGER 



O Captain Kathryn 
Janeway retains 
a stoic expression as 
she orders the 
destruction of her 
starship. It is a 
captain's final 
command option. 

O The small 

console between 
the captain and the 
first officer can be 
used to manually 
input codes for the 
self-destruct 
procedure. 


O The master systems display 
on the bridge can display 
the time remaining before the 
ship is destroyed. 



Close calls 


During her unscheduled 
voyage through the Delta 
Quadrant, Captain Kathryn 
Janeway has only initiated 
the sequence twice. Early 
in 2372, Janeway initiates 
the system in an attempt 
to prevent the rogue 
Cardassian Dreadnought 
missile from hitting the 
planet Rakosa V when it 
mistakenly identifies the 
planet as a target. This 
course of action is 
avoided thanks to the 
efforts of Lt. B'Elanna 
Torres. Later in 2372 when 
a duplicate of the U.S.S. 
Voyager l\ICC-74656 is 
produced on entering a 
plasma cloud to avoid 
detection by the Vidiians 
the sequence is engaged. 
Ultimately, this leads to 
the deliberate destruction 
of the second ship by its 
captain in an attempt to 
ensure the survival of the 
other ship. 


^ One of the Captain Janeways offers to 
destroy her starship in an effort to ensure 
the survival of her counterpart's VOYAGER. 





^ The DREADNOUGHT missile poses a 

significant threat to the peaceful world of 
Rakosa V, and all attempts to stop it are thwarted. 


A unique spatial phenomena creates two 
VOYAGER'S in close proximity to one another 
in 2372, during an attack by the Vidiians. 



^ Captain Janeway concludes that the only way 
to halt the Cardassian missile's progress is to 
sacrifice VOYAGER itself. 





















































THER 


NIHYDRON vessels 


O MAl/VASI CRUISERS eagerly 

engage the forces of the Krenim 
Imperium in 2374. 


AFT VIEW 


T he Mawasi are another Delta Quadrant race 
that pledge their allegiance to Captain Kathryn 
Janeway's fight against the Krenim Imperium. 
Mawasi Cruisers are of sinnilar size to the U.S.S. 
Voyager NCC-74656, and prove to be a worthy ally in 
the battle with the Krenim Temporal Weapon Ship. 

STfleSHIFLOG:’VEIlROFHELL'.PIieTll[VOV] 




DORSAL VIEW 


AAAWASI CRUISeR 


STARBOARD VIEW 




FORE VIEW 


T he Nihydron despatch a number of vessels 
to join the U.S.S. Voyager NCC-74656 in its 

battle against the forces of the Krenim 
Imperium in 2374. Unfortunately, they are 
all destroyed in the conflict. 
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STARBOARD VIEW 














































H iter the daring theft of nunnerous com¬ 
ponents from the U.S.S. Voyager NCC- 
74656, the Starfleet vessel takes 10 
days to track the pirate Tau to a Delta 
Quadrant world that is surrounded by at 
least 27 different alien starships. This high 
number of diverse vessels identifies the 
planet as an active center of commerce. 


T he Delta Quadrant pirate Tau pits a fleet of 
small vessels against the U.S.S. Voyager NCC- 
74656 in 2374 in an effort to capture examples 
of the Starfleet vessel's sophisticated technology. 
To do this the pirate vessels destabilize Voyager's 
shield perimeter, and then use a high energy 
transporter beam to locate objects of high 
technological value and steal them away. 


O Tau's pirate vessels are 

extremely fast, and can match 
VOYAGER'S emergency maneuvers. 


O Da Vinci's 
flying 
machine is 
best described 
as a "crude 
gliding 

apparatus" by 
Tuvok in 2374. 


I Vinci's flying 

U machine proves ‘ 

pivotal to Captain Kathryn Janeway's escape from Tau's 
forces in 2374. The holographic Da Vinci makes use of 
24th-century technologies - notably a duranium alloy 
frame - and a longer wingspan to make his machine work. 


I n mid-2374 the crew of the U.S.S. Voyager NCC-74656 
detect a vast communications network that spans 
regions of the Alpha, Beta, and Delta Quadrants. 

These Communications Relays are seemingly ancient - 
at least 100000 years old - but they still allow for sufficient 
communications across the Galaxy. Nevertheless, 
approach to the Relays is hazardous as the surrounding 
space is buffeted by a gravimetric field - evidence of the 
station's quantum singularity power supply. 


O AII of the 
HIROGEN 

COMMUNICATIONS 
RELAYS spread 
throughout the 
Galaxy share the 
same complex and 
ornate design. They 
are usually 
unmanned, but can 
accommodate a 
number of crew. 


TAU'S piRAxe vessels 


DA VINCI'S FLYING MACHINe 


HIROGeN COMMUNICATIONS RCLAYS 


STARBOARD 

VIEW 


DORSAL 

VIEW 
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Dr. Elios Gioer 

H mod scienllsl tahes up residence on Deej) Space fc and Pis erretlc behavior ellracls 
curiosilri. Even more curious is ihis eccentric Inventor's elteyed heri to immortatitri. 
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Dr. Giger's zeal 
is thinly veiled 
with the 
respectability of 
science. He is a 
live cell fanatic. 


Giger agrees to 
give Jake Sisko 
the coveted 
baseball card, if 
he gathers a list 
of equipment. 


INVENTION INSIGHT 


accuses the two boys of 
hounding hinn along with 
their "soulless minions of 
orthodoxy." Dr. Giger is 
suspicious of everyone, and 
quickly enters a turbolift, 
leaving Jake and Nog to 
ponder how they will 
recover the card for 
Captain Benjamin Sisko. 

Returning to the 
ramshackle laboratory in his 
quarters, Giger continues to 


it Hell equipped 


Dr. Giger has collected a plethora 
of technology and equipment from 
races all across the Federation. 


work on his invention. After 
15 years of constant study 
and research. Dr. Giger has 
finally come close to 
completing his cellular 
regeneration and 
entertainment chamber. 
Realizing that both Jake 
and Nog might have 
access to equipment and 
materials required to 
complete his work, he 
quickly invites them around 


to discuss a trade 
agreement for the card. 

When Jake and Nog 
arrive at Giger's quarters 
they are shocked at what 
they find. Expecting a 
normal room with standard 
station furniture, the young 
pair find that the room has 
been completely taken over 
by strange equipment. The 
laboratory is full of 
consoles, and alien 


n t first appearance 

Dr. Elias Giger 

appears to be a 
normal, human male 
in his early forties, 
but, in 2373 Jake 
Sisko and Nog 
quickly discover that he is 
actually a mad scientist 
determined to unlock the 
key to eternal life. 

Dr. Giger is a research 
scientist who has come to 
Deep Space Nine to set up 
a laboratory to complete his 
work on a very unusual 
invention. Claiming to have 
heard a clarion call of 
destiny following the 
suspicious death of Dr. 
Bathkin, Giger commits 
himself to continuing his 
mentor's work. 


Body ofboredoin 

Dr. Bathkin of Andros III 
was the first to propose the 
theory of cellular boredom; 
he had experimented with 
keeping the cells energized 
by teaching them new 
mitochondrial tricks. Dr. 
Giger explains the theory 


by stating that the cells in 
one's body do the same 
monotonous job day in and 
day out since the moment 
of conception. Over time 
the cells simply get bored 
with their daily routine and 
eventually call it quits. As 
an inescapable 
consequence, everyone 
becomes the unwary victim 
of cellular ennui, and are 
quite literally bored to 
death. 


Nervous eiieryq 

The constant obsession 
of finding immortality has 
had its effect on the 
scientist. During an auction 
at Quark's bar. Dr. Giger is 
visibly shaken and very 
nervous during the bidding 
process. His paranoia 
causes him to outlandishly 
overbid on a group of 
items, unknowingly taking 
possession of a baseball 
card wanted by Jake. Giger 
is suspicious when Jake 
and Nog appear wanting to 
purchase the baseball card; 
the paranoid scientist 
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ir Questionatile infenrions 

The mad scientist meets his paranoid match 
in lA/eyoun, when he, Jake, and Nog are 
sequestered in a Jem'Hadar interrogation. 


★ TaReofffo eternitii 

Dr. Giger's cellular regeneration and 
entertainment chamber is intended to carry 
him to immortality. 


★ Calmer moments 

In a calmer moment, perhaps hours after his 
last foray in the chamber, Giger strikes a 
reflective pose - but he could just be bored. 



Dr. Giger and Weyoun willingly experiment 
on themselves, in “ 

L an effort to . 

I keep their 
cells 

I excited # 
k and m 

I fresh. I ' 


technology collected fronn across 
the Galaxy. Giger is willing to 
exchange the baseball card, if the 
boys are able to come up with the 
equipment and medical supplies he 
requires to complete his invention. 
Jake and Nog are curious as to 
why the doctor needs such a 
peculiar array of equipment, and 
when Dr. Giger is posed the 
question he responds by telling 
them of his invention and his quest 
for immortality. The boys listen to 
him, and quickly realize that the 
man is absolutely crazy. Jake, 
however, wants the baseball card 
as a gift for his father, and agrees 
to find the equipment needed to 
complete the doctor's bizarre 
invention. 

Bed ofeM youili 

The cellular regeneration and 
entertainment chamber is a large 
cylindrical bed specifically designed 
to 'transmit biogenic energy on a 
chromoelectric wavelength, and 
send uplifting and entertaining 
messages to the nuclei of every 


cell in your body." This long white 
egg-like bed is hinged at the top, 
as opposed to on the sides like a 
coffin. Inside the chamber is a 
long, slender white mattress with 
a comfortable headrest. Dr. Giger 
reports that by spending eight 
hours a day in his chamber, the 
cells in the patient's body will 
never get bored. From this he 
extrapolates that, you will 
obviously never die, and 
supposedly live forever. 

Shopping for shochs 

Giger's list of necessary 
equipment is for the completion of 
this masterpiece. The list includes 
two meters of electro-plasma 
conduit, two liters of anaerobic 
metabolites suspended in a 
hydrosaline solution, a 
neodymium power cel^along 
with a few other strange items. He 
continues his work while the 
young boys he has recruited find 
the necessary items. Jake and 
Nog are able to secure most of the 
items by completing various favors 


for senior Deep Space Nine staff. 

They return to Dr. Giger with the 
first of the supplies, only to find 
the mad doctor exiting his 
invention. He proudly states that 
he feels refreshed and 
regenerated, but claims to get 
bored after five hours. He then 
eyes the cart of equipment rolled 
into his room, and cannot contain 
his excitement any longer. Taking a 
piece of equipment from the cart, 
Giger eagerly attaches the item to 
one of his consoles, and activates 
a nearby switch. A wall of colored 
lights begin to flash, and the entire 
room fills with a low, undulating 
hum. Absolute glee fills him as he 
turns to the boys, and proclaims 
that the sound that they are now 
hearing is the music of immortality. 

Strange disappearance 

Jake and Nog leave to continue 
their quest, and upon returning 
with the last remaining items find 
Dr. Giger's laboratory stripped bare, 
and not a sign of the scientist. 

They begin their search for the 
missing doctor, but are shortly 


'I haven't brohen anii 
lams! Except perhaps 
the lams of nature. So 
start amatj from me!" 


-Dr. Giger lo Me otiil Nog 


reunited when beamed directly 
to a Jem'Hadar Warship 

interrogation room. It seems the 
cacophony of sound emanating 
from Dr. Giger's laboratory has 
caught the attention of Weyoun, a 
Vorta present on the station to 
discuss a non-aggression treaty 
with a representative from Bajor. 
Suspicious that there might be a 
plot against him, Weyoun brings 
the doctor and the boys together 
for a cross-examination. Relieved 
that there is no conspiracy, and 
understanding that Jake and Nog 
completed the list of supplies for 
Dr. Giger, Weyoun gives the 
baseball card to the boys and 
allows them to go on their way. 


FUN AND GAMES 


The M Scien IS 


Dr. Giger finally finds a possible believer in his life long work 
when Weyoun, a Vorta from the Gamma Quadrant shows keen 
interest in his cellular regeneration and entertainment 
chamber. Since the Vorta have been genetically engineered, 
and reproduce by cloning, Weyoun is keen to learn more from 
the doctor. Giger is enthusiastic, and quickly gives the Vorta a 
demonstration of his great invention. Though tested on Deep 
Space Nine, Dr. Giger fails to file any results with the 
Federation, most likely believing that everyone on the station 
to be acting for "the soulless minions of orthodoxy." 


HneiD nigr 

Or. Elias Giger 
and the Vorta 
Weyoun 
reconcile their 
misbegotten 
differences, 
and share their 
enthusiasm for 
refreshment 
and ill-gotten 
entertainment. 
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The II.S.S. )lo^asefHCC-74S5SM\^t expands his program to include 
many leisure pursuits over the seven years since his activation. In Ull 
he turns to uiriting - uiith unexpected personal and public ramifications. 


T he Emergency 

Medical Hologram 

serving aboard the 
U.S.S. Voyager 
NCC-74656 is 

undoubtedly unique 
in the history of 
holographic characters. He 
has evolved far beyond his 
initial specifications as a 
walking, talking diagnostic 
tool, expanding his own 
personal and professional 
parameters as he learns 
from experience and those 
around him. 

The Doctor has 
demonstrated various 
artistic leanings, from an 
appreciation of singing and 
opera, to a devout interest 
in still holo-imaging. In 
2377, he decides to try 
his hand at every budding 
artist's dream: writing a 
holonovel. 

His inspiration is two¬ 
fold. Firstly, he feels it will 
give him a chance to be 
appreciated as an artist, not 
just a physician. Secondly, 
and perhaps most 
importantly, he wishes to 
use literature in its time- 
honored role as an 
instrument for social 
change. The Doctor, while 
not personally affected, 
feels the need to protest 


the menial existence of his 
fellow EMH Mark 1's in the 
Alpha Quadrant. They 
have been reduced to 
scrubbing conduits and 
mining dilithium, and he 
views this as oppression. 

Nrite uihotyou hnoui 

The Doctor's source 
material is, naturally, his 
own situation - the 
adventures of an intrepid 
doctor on an isolated 
starship. 'Photons Be 
Free,' his first holonovel, is 
the result. It offers the user 
the "thrilling" first person 
role of chief medical officer 
aboard the U.S.S. Vortex. 
The starship has been 
marooned on the other side 
of the Galaxy by a spatial 
anomaly, and the hero is 
required to uphold his own 
ethical and medical 
standards as he struggles 
against his crew's bigotry 
and intolerance. 

Chapter One, 'A Healer 
is Born,' is based on the 
events that directly 
followed the Doctor's 
activation in 2371. The 
sickbay aboard the Vortex 
is filled with injured crew 
members, and the player 
must choose the correct 
treatment to save lives. The 


PROFILE OF 


2377; Inspired bij LI. Tom Paris, and 
certain Ural lie can do better, the 
Doctor decides to mrite a holonovel. 
PROOLENS ENCOUNTERED; The creni of 
the Ills Voyai/erilf(7(7-74555initialli| 
tabes offense to their caricatures in 
the EtlH's novel, forcing him to 
remrite. He also finds his omn 
sentience brought into question. 

STRRSHIPLOG;'Huthor.Ruthor'[VOY] 


^ The Doctor likens himself to the 
literary giants of the past, whose 
works impacted the world of arts as much 
as the arena of politics. His short-sighted 
attempts are nevertheless far-reaching. 


"Vou should be glad uie lei gou out of your cage al all." 


- Lt. narseilles bullies the ENH in Chapter Five of 'Photons he Free' 


THE POWER OF WORDS 


situation is, however, 
heavily biased toward the 
point the Doctor wishes to 
make. The condescending 
and sometimes aggressive 
characters treat the hero 
EMH as just another piece 
of hardware, a tool that can 
be replaced. 

Pride ond prejudice 

The story returns again 
and again to the theme that 
an EMH has no rights and 
is given no consideration in 


a world controlled by 
organic life forms. The 
scenarios are overplayed 
for dramatic effect: the 
novel's Doctor is allowed 
no latitude in his medical 
decisions, and as an 
example, is subject to an 
autocratic captain who 
casually murders a critically 
ill patient to force the EMH 
to treat a patient of her 
choosing. The story 
employs heavy symbolism, 
such as a mobile emitter 


that is in fact a barely 
mobile, unwieldy backpack 
- a representation of the 
everyday burden that 
Voyager's Doctor feels 
he carries. 

The EMH is 

characteristically pleased 
with his own efforts, and 
even includes himself as 
narrator in a lengthy, self- 
aggrandizing introduction. 
He relishes the purple 
prose of the opening 
narration: "In the beginning. 





if Penmonsliip 

'Photons be Free' opens with 
the Doctor in a dark, traditional 
study with a quill and ink pot. 


it Doublecross 

The Doctor's literary agent 
claims he has no rights as 
he is merely a photonic. 


ir Glootino 


★ Verbose 


The EMH will not give 
away his turn; he has an 
important call to make. 


The Doctor has yet to 
overcome the traps of mixed 
metaphors and wordiness. 
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The EMU's Literori] Hspirotions 




Ttiird person voice 

Paris introduces the Doctor's 
exploits in the rewritten 
version of 'Photons be Free.' 


'k In the detoils 

Lt. B'Elanna Torres appears as 
wholly human, but is in other 
respects identical. 

there is darkness. The emptiness 
of a matrix waiting for the light... 

1 awaken into this world fully 
programmed, yet completely 
innocent, unaware of the hardships 
I'll endure, or the great potential I 
will one day fulfill." He also throws 
in liberal doses of soap opera-style 
clashes and romance. 

Bij onij other name... 

Others are not so pleased with 
the EMH's efforts, however. The 
characters in 'Photons Be Free' are 
unfortunately barely-veiled 
representations of the Voyager 
crew. They look virtually identical, 
and they share improbably similar 
names: Ensign Harry Kim, for 
example, becomes the 


^PochinQ it in 

Harry Kim assumes the role of 
the EMH, and pants his way 
through the vessel with the 
burdensome holoemitter pack. 

It is as if he has the weight of 
the world on his shoulders. 

hypochondriac Ensign Kymble; Lt. 
Tom Paris is the mustachioed Lt. 
Marseilles; and first officer 
Chakotay is simply given longer 
hair, and a Bajoran earring. 

Their characters, however, are 
complete distortions. The worst 
offender is the cold-blooded, gun- 
toting Captain Jenkins, who 
resembles Captain Kathryn 
Janeway in everything, but her 
principles. The Doctor argues that 
any similarity between his 
creations and living persons is 
purely coincidental - he simply 
used the Voyager crew's physical 
parameters as a starting point - 
but many of the crew members 
included take umbrage. Some 
worry that readers will believe the 
characters and situations in some 
way reflect true life aboard 
Voyager, others are more 
concerned that the EMH might 
be presenting his own real, deep- 
seated insecurities. 

The Doctor presses ahead with 



★ Crealive license 


The EMH listens to the concerns 
of the U.S.S. VOYAGER NCC- 
74656 crew over the unflattering 
parallels with the protagonists 
aboard the U.S.S. VORTEX. 

finding a publisher in the Alpha 
Quadrant via the Pathfinder 
Project's freshly-minted subspace 
link, as he would rather risk the 
discomfort of his crewmates than 
compromise his work. The reaction 
from the well-known publishing 
firm Broht and Forrester, who 
once published the Dixon Hill 
detective series, is buoyant; 
partner Ardon Broht likens the 
Doctor's style to famous writers 
Tolstoy or K'ratak. 

Reiunte rudeness 

The EMH's heart is changed 
by fellow holonovelist Tom Paris's 
intervention. The lieutenant 
demonstrates the flip side of the 
coin by writing a revised version 
of 'Photons Be Free' in which the 
Doctor's negative qualities are 
emphasized, even adding a 
scandalous predatory sexuality. The 
Doctor learns a valuable lesson in 
perception, and decides to ask 
Broht and Forrester to delay 
distribution so he can make some 
adjustments - altering the setting 
and the characters without 
compromising his theme. 

The unscrupulous publishers go 
ahead anyway - holograms have 
no rights under Federation law. 
The Doctor is incensed, as much 
for the anxiety caused to his 
colleagues as the proving of the 
theme of his novel. 



k Lam and logic 

Lt. Commander Tuvok reveals 
that under strict Federation law, 
the Doctor has no legal rights. 



k llrtiifraUon 


The arbitrator rules against Broht 
in the Doctor's favor. He finds 
that, though not a person, the 
EMH's talents and characteristics 
qualify him as an artist. 

A Federation arbitrator is 
requested to determine via 
subspace whether a hologram 
has the right to control his artistic 
output. The outcome does not look 
good until Captain Janeway 
decides to present testimonies 
from her crew regarding all the 
lives this EMH has influenced for 
the better aboard Voyager. 

What begins as an artistic 
diversion ends as a validation 
of the Doctor as a life form. The 
arbitrator hands down a decision 
that, while not yet ruling that the 
EMH is a person under the law, 
extends the legal definition of artist 
to include him. The Doctor goes 
back to work on his revisions, 
blissfully unaware that his original 
draft is having the very effect he 
intended back in the Alpha 
Quadrant: inspiring his holographic 
kin from their drudgery. 

The Doctor can truly claim to 
be a Renaissance man. 



THE UNFOLDING STORY 


II page turner 


Chapter Five of 'Photons Be Free/ called 'Out 
of the Frying Pan/ involves the protagonist 
confronting abusive colleagues who harry 
and harangue the Doctor in his duties, while 
Chapter Six, 'Duel in the Ready Room,' sees 
the hapless EMH being severely reprimanded 
by the surly captain for using computer 
memory to store extracurricular subroutines 
such as a love of music and sexual activity. 
Chapter Seven, 'Escape,' depicts an attempt 
to face forced reprogramming, while 'A 
Tragic End,' the final chapter, involves the 
EMH being decompiled and reinitialized, even 
after an impassioned argument for his rights. 


Terminfll ► mter-epo 

Tulak and 
Kymble have 
no qualms 
about abusing 
the EMH. 


T 

Captain 
Jenkins gives 
a patient her 
brand of 
treatment. 




► Demure 

Three of Eight 
is the EMH's 
only friend and 
ally aboard the 
VORTEX. 































OTHER CHARACTERS AND LIFE FORMS 


Plosus 

For [he High Rdvisor Plasus inhat begins os o mission of mercy soon becomes [be means by inbicb 
a mhole social s[ruc[ure is revolubonized, mos[ly doe [o [be ocbons of a cer[ain Starfleet cop[oin. 



STAR 

The Original Series. 



P lasus introduces 
himself to the 
landing party of the 
U.S.S. Enterprise 
NCC-1701 as the 
High Advisor to the 
planet council of 
Ardana. This initial meeting 
does not take place under 
the most auspicious of 
occasions, however, as 
Captain James T. Kirk and 
Mr. Spock have just been 
attacked by a group of 
renegades known as the 
Disrupters. The Starfleet 
officers have been sent to 
the planet to retrieve some 
zenite, a substance mined 
on Ardana by a race known 
as the Troglytes. This 
mineral is desperately 
needed to counteract the 
effects of a biological 
plague that threatens to 
wipe out the inhabitants of 
Merak II. Advisor Plasus 
informs the captain and his 
first officer that the 
Troglytes intended to take 
them hostage so that they 
could force the council to 
meet their demands. He is 


very troubled by the recent 
spate of violence launched 
by the Troglyte Disrupters. 
This is compounded when 
Plasus invites the landing 
party to the cloud city of 
Stratos only to find that 
artworks in the council 
gallery have been ruined 
by a Troglyte's cavern 
implement. 


Advisor Plasus is a 
humanoid of medium build 
wearing a grey split robe 
with a white underlayer, his 
hair is on the verge of 
graying, and his beard 
suggests a degree of 
sophistication and sagacity 
in his character. He is proud 
of his race's 

accomplishments and is 
eager to distinguish 
between his people - those 
living in the cloud city called 
Stratos - and those on the 
planet surface - the 
Troglytes. The advisor 
believes that at an 
evolutionary junction his 
ancestors developed an 


evolved sensibility that 
forever distanced them 
from the Troglytes, and 
allowed them to build the 
impressive sky city. Only 
Studiers and Advisors live 
in the city, and they engage 
in cerebral and cultural 
pursuits while their genetic 
kin toil in the mines, 
deprived of sunlight, 
excavating zenite. As Mr. 
Spock notes "those who 
receive the rewards are 
totally separated from those 
who shoulder the burden." 

Plasus is a reasonable 
leader, he understands that 
in order for Ardana not to 
jeopardize its relations with 
the Federation he must 
provide all the assistance he 
can to expedite the zenite's 
retrieval. He is also a loving 
father and clearly dotes on 


his beautiful daughter 
Droxine, believing her to be 
a work of art. 


captures Vanna, the leader 
of the Disrupters, he 
chooses to subject her to 
the Rays, a device that 
surrounds her body in a 
cocoon of light, and which 
evidently subjects her to 
intense pain. It would 
appear that his alleged 
evolved sensibility does 
not include leniency toward 
these lower order beings, 
and he is ruthless in dealing 
with them - one Troglyte 
chooses to take his own life 
rather than be subjected to 
his wrath, and dives off the 
edge of the city, 
plummeting to his death. 


On Stratos he is a cordial 
host and offers Mr. Spock 
and Captain Kirk resting 
quarters; he shows genuine 
concern for their safety 
after their life-threatening 
encounter. His civility does 
not extend to the Troglytes, 
however, who he believes 
to be inferior because of 
their limited intelligence. 
Plasus has no qualms about 
torturing Troglytes for 
information. When he 


Plasus beams down to Ardana's surface with two 
sentinels to meet with Captain James T. Kirk and Mr. 
Spock. He apologizes that their zenite is not ready. 


The colors Plasus wears, 
and his gray flecked hair 
belie his black and white 
view of his world. 


Plasus, as High Advisor in the cloud city Stratos, 
enjoys many privileges and luxuries. He takes great 
wmiUJH -J.i --iiiJ pride in his daughter, Droxine; she is the product of a 
life of ease and lavish attention. 


DIPLOMAT & DEBASER 













































Plasus considers the ethereal nature of the 
cloud city his evolutionary right. The planet's 
surface below is for the less evolved. 




it Torture diomtier 


Plasus has no compunctions about torturing 
the intellectually lesser Troaivte Vanna for 
information about 



Plasus wishes to keep his beautiful daughter 
Droxine, his work of art, as innocent and 
unblemished as possible. 





"Theij're a conylomerate of inferior species. Tire 
absiroct concepts of an intellectual societii are 

beyonti tbeir comprebension.' - Plasus descfiOes the Troolijtes 


woman, 
thanks to the 
privilege in 
which she has 
been raised. 
She expects, 
and has had 
the best of 
everything. 


★ state Of denial 

Plasus refuses to believe the 
discovery that the zenite gas 
emissions are the cause of the 
Troglyte's behavior. 


Captain Kirk becomes aware of 
these barbaric practices, and 
intercedes on the Troglytes' behalf. 
Unfortunately, the wily Plasus has a 
good understanding of Federation 
directives, and knows that Kirk 
cannot forcibly contravene local 
law, and demands that he leave the 
planet. When Kirk and Spock have 
beamed away he reveals his true 
vindictive nature, ordering the 
sentinels - the armed guards in 
the city - to kill Kirk on sight if he 
returns. 

Aboard the Enterprise, Dr. 
Leonard McCoy discovers that the 
Troglytes have 20 percent less 
intelligence than their airborne 


counterparts because of their 
exposure to a colorless and 
odorless gas found in raw zenite. 
He believes the use of filter masks 
will restore the Troglyte's 
intelligence, and remove their 
penchant for violence. 


Civil rlglils 

From the Enterprise, Kirk 
attempts to convince Plasus that 
the Troglytes can regain their 
rationality, but whether driven by a 
need to maintain the status quo, 
his bigoted opinions, or a lack of 
trust, he obstinately refuses. 
Equality of the two races would 
mean the end to the sky dwellers' 
life of ease, and Plasus refuses to 
believe in the existence of a 
pollutant gas emanating from the 
widely exported zenite. As advisor, 
it is likely his attitudes are 
representative of the feelings of 
the governing body of Ardana. 

Captain Kirk deliberately 


PRODIGAL DAUGHTER 


Droxine 


Droxine is a beautiful and sensitive inhabitai^t of the sky city 
Stratos. Her father describes her as a masterpiece, a description 
given justification by the turquoise shaded halter top and pleated 
dress that gracefully encompasses her female form. She is ignorant 
of the harsh conditions endured by the Troglytes because of her 
privileged position, and her prejudice prevents her from seeing them 
as anything more than a servant class. To her credit, when the truth 
regarding the subjugation of the Troglytes is revealed, she is willing 
to view the mines for herself in order to appreciate their suffering 
first hand. 

She is particularly taken with the first officer of the U.S.S. 
Enterprise NCC-1701, Mr. Spock. After their first encounter she 
refers to him as "attractive," and expresses her admiration for his 
Vulcan sense and impressive intellect, which she feels to be on par 
with those of the cloud city. Spock's admission that the Vulcan 
mating cycle, the Pon farr, occurs only once every seven years 
distresses her, but her feelings remain. Even though their 
relationship is not consummated, Droxine expresses the desire to 
visit Vulcan with Spock, and both are moved by their separation. 


◄ SIrong urges 

Droxine believes she has found a 
soulmate in Mr. Spock, and goes so 
far as to ask him if the Pon farr 
mating cycle can be broken. Sadly, 
this is not possible. 


< Slunning 

Droxine has 


blossomed 
into a 
beautiful, 
erudite 


disobeys Starfleet's policy of non¬ 
interference and attempts to deal 
directly with the leader of the 
disrupters, Vanna. When he beams 
to the surface of Ardana he is once 
again ambushed, and the Troglytes 
hope to use him as a hostage to 
get their grievances redressed. Kirk 
is set to work in the mines, and his 
filter mask is taken from him so he 
is exposed to the zenite gas. After 
a brief skirmish. Captain Kirk 
manages to retrieve his phaser, 
and targets the beam on the cave 
entrance to prevent either he or 
Vanna from leaving the cave. In 
an attempt to bridge the gaps 
between the two disparate 
cultures, he forcibly beams Plasus 
to the cavern. He intends to 
expose the Advisor to the gas so 
as to prove its existence to him. 
The gas causes Plasus' aggression 
to be raised, and when he attacks 
Kirk the advisor becomes the thing 
he most detests, a subintelligent 


★ Fighting spirit 


Plasus is beamed aboard the 
ENTERPRISE mid-grapple with 
Kirk and Vanna. The zenite gas 
has made him overly aggressive. 

Troglyte. In the frenzy, Vanna 
manages to contact the Enterprise, 
and they are all safely beamed 
aboard the orbiting starship. 




Fear of change 


Plasus regains his diplomatic 
composure, and chooses not to 
press charges against Kirk - to do 
so would only implicate himself. He 
is forced to acknowledge that his 
race's supremacy is not the result 
of evolution, but an environmental 
condition, and he fears that the 
now restored Troglytes will redress 
the balance of work and leisure 
that condemned them and 
elevated the sky dwellers. 
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SPECIAL FACILITIES 


Poloron Nodulaior 

The polaron modulator is o vitol piece of fechnoloQii if the Void is to be escaped. 
The four vessels of Captain Kathryn Janeway's alliance mill be encapsulated in 
the protective bubble it penerates uihile the conQlomerate of ships is propelled 
into the open space and relative safetij of the Delta Quadrant. 



O n Stardate 54553.4 U.S.S. 
Voyager NCC-74656\s 

suddenly caught in a 
massive graviton surge that 
drags the vessel into an 
area of the Delta Quadrant 

known to the approximate 
150 captive vessels within as the 
Void,, a closed structure encased 
by an inert layer of subspace. 
Matter and energy cannot 
penetrate this desolate region of 
space; the only way into the Void 
is through the randomly generated 
funnels that initially appear to drag 
matter in a single direction only. 

Some of the Void's occupants 
have been trapped within this 
starless emptiness for five years. 
One such example is the Annarian 
General Valen; this aggressive 
alien has had the time to calculate 


O Lt. B'Elanna Torres and Captain Garon run 
diagnostics on the effectiveness of the 
KINJAL FRIGATE'S polaron modulator. 


the Void's outer circumference as 
approximately nine light years, but 
his efforts have concentrated more 
on plundering the resources of 
newly arrived ships than attempting 
to escape the region. 

If ol first p don't succeed 

The situation faced by the crew 
of Voyager aher many of their 
consumable materials are stolen 
is extremely grave. General Valen 
insists that escape is impossible, 
but Seven of Nine uses fractal 
algorithms linked to her Borg 
sensors in order to predict when 
and where the graviton funnels will 
originate within the Void before 
they erupt outward into normal 
space. Calculations suggest that by 
entering the funnel just before it 
creates its massive graviton forces. 


the momentum within the funnel 
can be used to propel them into 
normal space. To achieve this, the 
/nfrep/d-class vessel needs to 
achieve warp 8.2 at exactly the 
right time before the graviton 
surge. The graviton stresses upon 
the vessel are enormous, and while 
Lt. Commander Tuvok believes 
he may be able to compensate for 
the additional forces on the 
structural integrity field, the 
timing of warp drive engagement 
remains crucial as the polarity of 
the graviton forces will suddenly 
reverse when they reach a critical 
level. 


Trq ond trij ogoin 


The initial attempt to leave the 
Void through a funnel fails, and 
while Voyager \s left without warp 


power, the data collected during 
the effort proves very valuable. 
Captain Kathryn Janeway's 
subsequent attempt to form an 
alliance within the Void leads to a 
mixture of crews, technology, and 
shared resources. The Nygean 
Captain Garon works with Lt. 
B'Elanna Torres on the production 
of a polaron modulator, a piece of 
technology designed to establish a 
shield bubble large enough to 
encompass the four vessels that 
have joined Voyager in the alliance, 
and protect them from the graviton 
stresses of the funnel. The 
construction of the polaron 
modulator becomes a priority, 
although the unit hastily put 
together by Torres and Garon has a 
great deal of incompatibilities with 
the Starfleet vessel's systems. 
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KINJflL POLnRON HODULHTOR 


The cylindrical ends are 
buffered around the middle 
by a supportive, black rubber¬ 
like material. It serves as a 
protective cushion. 


The clear white rectangular 
panels evenly spaced around the 
copper collars emit green lights 
when the device 
is operational. 


The polaron modulator is constructed 
in three distinct parts: the two short 
cylindrical ends, and the eight copper 
spindles that support the lighter 
colored central connective rods. 


Copper 
colored 
nuts secure 
the ends of 
the polaron 
modulator. 


1 1ntegration The polaron 

I modulator from the Kinjal 
Frigate is in perfect working 
order, and is compatible with 
Starfleet systems. 


2 Fitting The entire unit sits on 
two support brackets in Main 
Engineering. It rests at a height 
that facilitates easy monitoring 
by the crew. 
















EOUIPNENT AND TECHNOLOGY 

■ 

Poloron Modularor 




O With VOYAGER lacking sheer power, Lt. 

B'Elanna Torres demonstrates her lateral 
thinking and engineering skills when she 
begins designing a polaron modulator in 
Main Engineering. 



The polaron modulator is 
assembled between the main 
warp core stack and an access 
hatch in close proximity within 
Main Engineering. It consists of a 
number of elements that appear to 
be stripped from the existing 
systems of the coalition forces. 
Mounted on a rectangular 
framework of circular tubing, an 
oval storage container sits beneath 
the exposed components 
supported directly above; these 
include a series of static flywheels, 
cogs, and heat sinks joined 
together with a number of colored 
tubes. Located on the top of the 
right side of the jury-rigged device 
is the primary emitter relay, a 
small circular metallic component 
that is clipped into place, and 
activated with a small handheld 
tool. Upon activation, the two 
partial casings located at either end 


of the unit illuminate with a red 
glow through a series of circular 
lenses built into the sides and top 
of the dark gray molded units. 
Unfortunately, the operation is 
short-lived in the early stages of 
testing as incompatibility issues 
with the rest of Voyager's systems 
causes a series of malfunctions. 

ToinTed Teclinolooii 

The inability to sustain the 
polaron modulator's operation 
leads Commander Bosaal, 

another member of the alliance, 
to hunt for a compatible ready¬ 
made unit within the Void. Captain 
Janeway initially suggests they 
attempt to convince an outside 
party to trade a modulator with 
their alliance, but Garon states it is 
not a common piece of technology 
and is also very valuable to anyone 
who may own one. Despite this 


fact, Bosaal delivers an extremely 
compact and highly efficient 
polaron modulator to Voyager a 
brief time later. It proves to be 
totally compatible with the Starfleet 
systems, and is quickly integrated 
into Main Engineering. 

The newly acquired modulator 
is constructed from a metallic 
copper-colored material, and 
consists of twin sets of circular 
collars that are connected to each 
other by a series of interconnected 
horizontal rods. The entire unit 
rests on two angled support 
brackets that form 
a stable surface for the modulator, 
and when the device is activated 
the white translucent rectangular 
panels running along the outside 
edges of the circular elements 
illuminate green in a preset 
sequence, accompanied by a 
rhythmic electronic noise. The unit 


O Captain Garon believes 
Commander BosaaTs 
modulator is the break they need. 

is exactly what is required for 
the escape attempt, but Captain 
Janeway orders its immediate 
deactivation and removal from 
the vessel when she learns that 
Commander Bosaal not only stole 
the modulator from a Kinjal 
Frigate, but also killed the crew 
in the process. 

NoheshifT modulator 

An intensive two day effort 
ensues to perfect the far cruder 
polaron modulator originally 
constructed by Torres and Garon, 
who race against the clock when 
they learn that Bosaal and Valen 
plan to attack the alliance, and steal 
their supplies. Torres has no time to 
test the temperamental unit, and it 
is hurriedly prepared for activation 
just as the four-strong coalition is 
assaulted. Feeding power directly 
into the Main Engineering access 
hatch via two connecting cables, 
the polaron modulator successfully 
generates a circular field that 
radiates outward to protect the 
three other alliance ships flying in 
close formation around Voyager. 
Entering a successfully predicted 
funnel, the polaron modulator 
functions effectively enough to 
allow all four ships to exit into 
normal space despite the fact that 
the Voyager's structural integrity 
field drops down to a dangerously 
low 10 percent. 



B’ELANNA’S POLARON MOOULATOR 



O Lt. B'Elanna Torres does not 
allow the advanced state of 
her pregnancy to interfere with 
the call of duty. Her engineering 
skills are vital to the escape plan. 


Per proiecr 


Lt. B Elanna Torres begins building a polaron modulator from scratch, with the 
assistance of the Nygean Captain Garon, when it is learned that the alliance escape 
plan from the Void requires this piece of technology. Her construction project is 
briefly interrupted when a ready-made modulator is located, but quickly discarded. 
Her primitive, make-shift modulator is hardly a sophisticated, or polished device, but 
it meets the requirements needed to create a protective shield for the alliance ships. 


^ There is a disjointed 
^ symmetry to the 
modulator that bears a 
discernable likeness to 
the Kinjal version. The 















*HUMAN ERROR’ m 
'We all make mistakes, 
Seven. I've even been known 
to make a few myself." S 

- Captain Kathryn Janeway 


W ith her implants removed, Seven 
of Nine wishes to effect further 
changes in her life. She requests a 
Starfleet uniform, and accepts the 
offer of her own quarters as she no 
longer requires regeneration 
periods. This is, however, a wish 
fulfillment holoprogram. 

Within the program Neelix opens Seven 
to the possibilities of interior design and 
adornment of her spartan new quarters. 
Commander Chakotay arrives with an 
inaugural gift, and it becomes apparent that 
Seven's program provides for increasing 
romantic contact with him. 

Seven misses Tom Paris and B'Elanna 
Torres's baby shower, and during a medical 
check-up she expresses frustration that there 
is no safe method of removing her remaining 
Borg implants. 
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valuable p Seven expresses frustration to the 
learning Doctor that her remaining Borg implants 

experience cannot be removed without adversely 
for her. affecting her health. 


Unknown energy discharges have been 
occurring in the area of space ahead of the 
U.S.S. Voyager NCC-74656's path, and 
as the starship approaches the resulting 
shockwaves remove the ship's warp capacity. 
Seven discovers that the discharges are 
subspace warheads detonating, and notes 
that dozens have occurred in the past week. 

It will take 48 hours to restore warp engines, 
and in the meantime Seven will adjust 
sensors to give greater warning of further 
detonations. 

The Doctor is concerned about Seven 
missing regeneration periods, and has Icheb 
relieve her. Instead of regenerating, however, 
she consults B'Elanna about hair care and 
returns to her holoprogram. A dinner date 
with Chakotay develops into intimacy despite 
her social awkwardness. She is woken by the 
real Chakotay requiring her presence in 
Astrometrics. 

A device previously considered a probe 
is in fact a warning beacon. It transmits a 
message advising that Voyager has entered 
a subspace munitions detonation zone and 
should evacuate immediately. 

Within Seven's holoprogram she 
demonstrates her piano playing to Chakotay. 
He admires her technique, but notes her 
dependence on a metronome. She is 
reluctant to play without it, but Chakotay 
stresses that perfect technique is not the sole 
criterion of good playing, that true musical 


2 The U.S.S. VOYAGER NCC-74656 is 

suddenly rocked by a shockwave created 
by a subspace warhead exploding. The vessel 
is left without warp capabilities. 


^ Instead of attending to her much needed 
regeneration period. Seven returns to the 
holodeck where she enjoys a dinner date with 
a holographic Commander Chakotay. 


c VOYAGER'S crew locate a warning 
beacon that reveals they have strayed 
into an alien weapons test range. They are 
advised to depart immediately. 


g The holo-Chakotay is impressed with 
Seven's piano playing, but he encourages 
her to dispense with her metronome, and 
instead play more from the heart. 









Among the gifts offered to the 
holographic replicas of Tom Paris and 
B'Elanna Torres at their baby shower 
in Seven's holodeck program are a 
Vulcan Pleenok from Tuvok, and 
Starfleet diapers from Harry Kim. 

Tuvok confides in Seven that he too 
experiences discomfort with social 
gatherings aboard Voyager. Seven 
notes that such situations occur with 
alarming frequency aboard the ship. 


genius comes from the expression of 
personality. 

With further detonations occurring, Seven 
has neglected her work to indulge herself in 
the holodeck. The sensors have not yet 
been recalibrated, and the detonations cause 
ahull fracture on Voyager. Seven completes 
the work and prevents further damage, but 
not before an initial location error. 

Captain Kathryn Janeway notes that 
Seven has been absent from her post on 
several occasions over the previous days, 
and shre^ is also aware of the time Seven has 
spent on the holodeck. Seven accounts for 
this by claiming that she has been working 
on a new gravimetric array, wanting to 
ensure its effectiveness before presenting 
it to the captain. Janeway offers to help her 
test it, but reiterates that she expects Seven 
to be at her post while on duty, and to inform 
Chakotay if absence is required. 


activating them makes Voyager a target for 
another subspace warhead. With other 
options having failed. Seven is back to peak 
efficiency in deactivating the device. 

The Doctor discovers Seven's cortical node 
is designed to shut down should she reach a 
certain level of emotional intensity. He 


believes he can negate the procedure, but 
Seven will not proceed, claiming she has 
currently experienced enough humanity. She 
later refuses Chakotay's invitation to join her 
at Neelix's cooking demonstration, and he 
comments that it would do her good to 
socialize with the crew more frequently. 


In Astrometrics Icheb improves on Seven's 
calculations, allowing the detection of 
subspace warheads 10 seconds earlier. 

Seven confesses her negligence could have 
resulted in Voyager's destruction, and 
departs to correct an error. She returns to 
the holodeck intending to terminate her 
relationship with the holographic Chakotay. 
He is extremely persuasive in convincing her 
that she continually retreats from taking the 
final step toward full humanity, and she 
experiences a collapse. The Doctor arrives 
on the holodeck and at first assumes the 
Chakotay he encounters is genuine. He 
diagnoses the onset of neural shock due to 
Seven's cortical node shutting down, and 
realizes that this Chakotay is a hologram. 

The Doctor revives Seven in sickbay, and 
notes her claim of research in the holodeck 
is inconsistent with the trappings he saw. 
Seven admits to attempting to broaden 
her social skills and explore aspects of her 
humanity. Since the destruction of 
Unimatrix Zero she has lacked an 
emotional life. The Doctor congratulates 
Seven on her achievement, but she 
considers his enthusiasm misjudged. As the 
program has been interfering with her duties 
she intends to delete it, but the Doctor 
explains that a balance is required between 
work and personal life. 

The warp engines are restored, but 


o Captain Kathryn Janeway mentions to 
^ Seven that she is aware of how much 
time she is spending on the holodeck, and 
is concerned at her unusual behavior. 


•y Seven's negligence in devising a means 
of detecting the subspace warheads 
results in VOYAGER suffering a potentially 
devastating hull fracture. 


Seven returns to the holodeck where 
she again engages the holographic 


The Doctor revives Seven in sickbay. 
She admits that she has been 
attempting to add an aspect of emotional 
satisfaction to her life. 


0mm After revealing her worries to the 
Doctor Seven returns to peak 
condition and determines a method 
of detonating an incoming warhead. 


012 Seven declines an invitation to join 
Chakotay at an informal gathering. 
She does not feel that she is quite ready 
for such an occasion. 


Chakotay. This time, however, she suffers 
neural shock and collapses. 
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